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Sh eestor ras 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games may induce 
an epileptic seizure in these individuals. Certain conditions may induce previ- 
ously undetected epileptic symptoms even in persons who have no history of 
prior seizures or epilepsy. If you, or anyone in your family, has an epileptic con- 
dition, consult your physician prior to playing. If you experience any of the fol- 
lowing symptoms while playing a video game — dizziness, altered vision, eye or 
muscle twitches, loss of awareness, disorientation, any involuntary movement, 
or convulsions — IMMEDIATELY discontinue use and consult your physician 
before resuming play. 


HANDLING YOUR SEGA SATURN” COMPACT DISC 


> The Sega Saturn disc is intended for use exclusively with the 
sega Saturn” system. 


> Do not bend it, crush it, or submerge It in liquids. 
> Do not leave it in direct sunlight or near a radiator or other source of heat. 


> Be sure to take an occassional recess during extended play, to rest yoursell 
and the Sega Saturn compact disc. 


> Keep your Sega Saturn’ compact disc clean. Always hold by the edges 
and keep it in its case when not in use. Clean with a lint-free, soft dry 
cloth — wiping in straight lines from center to edge. Never use solvents 
or abrasive cleaners. 





This official seal is your assurance that this product meets the highest quality standard of SEGA”. 
Buy games and accessories with this seal to be sure that they are compatible with the 
SEGA SATURN” SYSTEM. 
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1. The Story so Far... 


The elders tell of the adventures of a herore Sidhe elf who chal- 
lenged the forces of D'Sparil, the weakest of the three dimension-traveling 
Serpent Riders. His vidory Was hardly asigntficant, but while he battled 
D' Spar the other two Serpent Riders were far from idle. They were hard 
at work sowing the seeds of destruction ia several other dunensions. One 
such dimension is Cronos, the world of Hexen: a Auman world, but one 
where the forces of Magee are both stronger and more strictly controlled 
than those of the Elven world. 

The humors have learned from painful LXPRNRACR that while 
magic Con be a powerful tool, it also contains more destructive potential than 
any other force in their universe. From this harsh realization a disciplined 
ond orderly society has developed, one where every cilizen knows Kis place, 
and where the vast majority of common men are held iv thrall to a few 
ruthless, powerful leaders. Wielding magical powers ond ACane artifacts, | 
these men overshadow every other human force on Cronos, Suppressing iadi- 
vidual thought and action wv the name of the greater good. 

Withtr this strict order, three organizations maurtair the fabric 
of hishces society: the Legion, the Arcanum, and the Church. In an Lngasy 
balance offen threatened by petty squabbles and escalating power struggles, 
these three organizations share absolute dominion over all humanity, The 
Legon represents human railtlary strength, uSiAg brute force backed by 
magical Weapons lo Unpose a strict and ivflexible order Loh the populace. 
The Arcanum is the center of learning for all magical studies, and as such 
it determines who will or will not have access to us wealth of arcane 
secrets. The Church acts as a bridge ond buffer between the Legion and 
Arcanum, Ksiag a mocure of magic and ralitary training fo maiataw the 
balance of power while secretly furthering its own aterests. Together or 


separately, these three groups control every aspect of humor (fe. 


Each organization is led by oO single man: Zedek, Marshal of the 
Legioh; Traductus, Grand Patriarch of the Church; and Menelkir, Arch-Mage 
of the Arcanum. These men are the ultimate embodiment of power on 
Cronos. Cold, calculating ond devoid of concern for anything but the 
advancement of ther own status, these leaders were the first to fall uader 
the sway of Korax, the second of the three Serpent Riders. In return for 
their allegiance, Zedek, Traductus and Menelkir were rewarded by Korax 
with the dark oft of Valife. Using the powers granted them by Koran, as 
well as the relies already ir their POSS2SS\0h, all of humanity quickly fel 
under their spell. 

Only three humors escaped the aegis of the leaders’ new powers: 
Baratus, a Warrior of the Legion; Dazdolon, a Mage of the Arcanum; and 
Parias, a Cleric of the Church. Mow these three have sworn to destroy the 
leaders they once fo (lowed, and anything else that gets iv the Way as they 
execute their task. Entering the mystical portal used by Korax to reach their 
world, the three become hope less( ly separated, forcing each of them to 
attempt on their own that which ‘they had (itle hope of doing together: find 
Korax’s stronghold, defeat his legions of grotesque MiALoAS, and finally 
tushroy the Serpent Rider himself. 

Ther task willl be a difficult one indeed. IH is well known that 
Korax’s special powers stem from his control of the Chaos Sphere, which he 
uses fo warp and corrupt everyone ond everything he touches. Though not 
the mightiest of the Serpent Riders, Korax is far more powerful than 
, D'Sparil was, and kis (ust for power is matched only by his hatred for all 
living things not under Ais control. Can he be vanquished 

Only fine will tel 


2. The Object of Hexen 


Whether you choose to play as Baratus the Warrior, Daedolon the 
Mage or Parias the Cleric, the ullimate goal of Hexen is the same. You 
must defeat Korax, the second of the three deadly Serpent Riders. The task 
is not aA Rasy One, however. Along the Way you rrust destroy hundreds of 
Korax's vile minions and learn the secrets of his stronghold f you wish to 


progress to the final confrontation. 


Hub P lay 


Korax's fortress is hull UPOh series of central cores known as 
Hubs. Each Hub provides access to several sub-levels. In order to progress 
through the game, you will reed fo revisit each Hub several times and 
explore the numerous sub-levels that branch off from ib, often recovering 
unporkant lems and bringing them back to the Hub. Only then will you be 
able to progress fo the next Hub and the nerf challenge. 


Character Classes 


When you Start a new Game of Hexen, you will have the opportu- 


nly to choose your character class: Wiarrior, Mage or Cleric. Once you hate 
chosen, you may not change your class (although you may start as many 
DAW Gass aS you wish and use different characters wall of them, then 


save them w different SAve-garme slots). 


Stralegues for Each Class 
Several things are affected by the character class you choose. for 


example, each class uses different WRADOS, and certain artifacts work dif- 
ferently in the hands of different characters. Most umportantl , however, 

each class has its own fighting style and its OWA LALIUe abilities aad (uni- 
{alions, $0 you'(( have to bear those abilities WU mud when you fight or try 


fo solve a problem. In general, the characters’ abilities are as follows: 


Poy 


Bavatus: Trained by the Legion, Baratus is a master of the 
Weapons and the mystical artifacts of his order. He is the 


fastest and strongest of the characters. His excellent speed 





rmrakes hum formidable iv combat, and kis ability fo Jarap 
greak distances allows Aum to easily reach areas that are difficult for th 
other characters to access by normal means. He starts the game with 
strong Armor, ond he con build his Armor Class to a higher level than 
either Daedolon or Parias. He needs the extra protection because Ais Weapons 
emphasize close-range fighting. This is Baratus’ primary weakness: uvlike 
the other characters, he often cannot hang back and dispatch his enemies 
from a distance. He must charge tA fo bring the power of Kis melee 
Weapons to bear. 

Daedolon: Physically weak but strong LA spurt, Daedolon weaves 
the very fabric of reality with Ais powerful spells. He is ar 


expert al destroying his foes from afar, eliminating creatures 





with magical attacks before they CAA get close enough lo Uy ure 
him. However, this useful ability is counterbalanced by his poor Speed and 
strength, and the weakness of his armor. If you choose Daedolon, you mrust 
choose your battles carefully, PAAKUWIZIAG the effectiveness of your ranged 
attacks and finding SOM Way fo compensate for your lack of speed and 
pa power. 

p anes: Half Warrior and half Ge Parias melds the {wo 
disciplines into a lethal composite. His skills and abilities lie 


somewhere between those of Baratus and Daedolon. He is fairly 





B fast and strong, and some of his weapons can kill from a 
distance. Some might think of Parias as a weak half-caste or a mere 
jack-of-all-trades, but Ais mixture of martial and raystical fratning makes 


. him a formidable opponent iadeed. 












3. Controls 


! D-Pad 


Down 
(Backward) 

Rhos nots che es x 

Jump ee oe y 

LES “he ta eee eee € 

HEE a oA he A 

Open aso bay ehee B 

SROE co ve mw et Zz 

Strafe Left... 1b 

Strafe Right na vie 

Map Mode.... Sheft + € (2+) 
ZOOM-\A... sheft + L 
Zoom-out ... Sheft +R 
Scroll... ... Shift + D-Pad 

(Z =F D-Pad) 


| Sega Satura Vact 
CD-ROM 


Contro (ler 


x Button 

Y Button 

Zz. Biklon 

R Button 


 € Button 
Start B Button 
A, Button 


Weapon Select: 
shift + D-Pad Left or Right 
(2 + D-Pad Left or Righ!) 


Inventory Select: 
Shift +L & Shift +R 
(2ZeLezZ +2) 


Look Up & Down: 
Shift + D-Pad Up or Down 
(z + D-Pad Up or Down) 


F light Mode — Up & Down: 
B + D-Pad Up or Down 


4 Maur Mean & Game Opé LOAS 





Starting Out: Wher you start Hexen, you have a choice of starting a RaW 
gare or gong fo the Options screen for more choices. Use the D-pad {o 
highlight your choice, ond press Button A, B or © fo activate cb. 
Mew Game: To begin a game of Hexen, select New Game. You'll he asked to 
choose a skill level and a character class. I you're new to the Garne, it's 
recommended that you use the default skill (evel, or perhaps OR LOSLRY Oh. 
Options: The Options SCreen gives you these additional choices: 

Sound: Select this option {o adjust the sound volume. 

°SEX Volume: Adjusts the volume of the sound effects. 

eMusic Volume: Adjusts the volume of the music. 

Stereo On/Off: P lay A stereo or mono. 

Screen: Vse this selling fo adjust the screen parameters. 

“Brightness: Adjusts the screen brightness. 

Screen Size: Choose between Normal and Full screen. size. 

In Full Screen rode, the Status Bar is not displayed; only your 
health and the current ventory lem are displayed at the 
lower corners of the screen. 

Miscellaneous: Displays a subments of additional options: 

“Messages On/Off: WHA this option turned on, MRSSAGLS AFR 
displayed OW the SCYRLZA AS yen play. 1NRSSAGRS keep yon 
informed of events as they happen, letting you know, for 
example, that you have picked Up e flechette or gained extra 
health pots. You can turn this option off for a “cleaner” look 
on the screen. | 

“Map Rotation On/Off: You can continue playing even when the 
map S displayed (you can view the map at any fume by pressing 


Z+C, 522 below). In that CASS, yOu Can choose to have the map 


rotate as you proceed through the area (so you are always facing 
the top of the screen), or have the map remaar stati. 
This is purely a matter of personal preference. 
eEnd Game: Eads current game ond returas you fo the Maw Menu. 
Controls: Choose from 3 different control configurations. 
Game Files (displayed only of ao BACKUP™ cartridge iS present): 
Displays the following Gare file options: 
eLoad Game: Loads a previously saved Janne. To load a Gane, high- 
light the slot of the Jame you wish to load, ond press A, B or €. 
*Save Game: Allows yon {o Save a Gane LA progress. To save @ 
Game, press Start af any fume during the game fo display the 
Main Menu, select Options, select Games Files, and select Save 
Game. Choose an empty slot Cor one you don't miad overwrit- 
ag) and press A, B or ©. Your Janne will be saved tr that slot. 
Ha memory card is not wstalled your system, the following PARA 
lems are displayed UA place of Load Game and Save Game: 
°Password For This Hub: [ Password displayed J 
°Enter Password 
To stop playing aA Game and resume it later, pause the Janne, then 9° to the 
Game Files menu and note the password displayed. To resume play, select 
Enter Password from the Game Files Menu. Use the D-Pad to highlight the 
characters and the A button to enter them. Select Done when you have fir- 
ished entering the password. Your game will resume with all your weapons 
and tems as they were When you left off. 
Save Setlings: Use this opkion fo save these settings for all your 
Games, uate you change and save them AGA. 
Previous Menu: Reluras yes lo the previous PreAal. 


You car press Start at any lime during A Game fo access the Options PARAM. 


5 Your Status 








The Status Bar at the bottom of the screen displays vital iafor- 


motion about your condition. Here's a look at what the status har tells you. 


1. Life Counter: The number ia this box tells you how healthy you 
are. Your health is rated as a percentage, so a health of 100 means youre 
LA perfect shape, while a health of 1 udicates that you're nearly dead. 

2. Mona Counters: This area shows you how much mana you 
have collected. The number beneath the blue mana symbol on the left tells 
you how muck blue mana you ve accumulated, and a vertical blue bar gives 
you the same information graphically. 

The number beneath the GV REA mana symbol on the right shows 
you how much GV REA mano you ve go, while a vertical green bar shows 
that same iaformation graphically. 

Lf you are currently USiAg a Weapon that requires mana to func- 
tion, then either the blue or GY REA Maha icon will be highlighted, depending 
on which sort of mana that WRADOH USRS. 

3. Ready hem: This box shows which lem from your ventory (Ss 
currently selected (ready fo use). 

+. Weapon Pieces: Each character can use a Special WRADOM: The 
runesword known as Quietus belongs fo the Warrior, the holy symbol called 
Wraithverge is used by the priest, and the staff named Bloodscourge can he 
wielded by the mage. These Weapons have been broken into Preces, however, 
which you must collect. The outline of your character's special WRADOh 
(sword, symbol or staff) and any pieces you have collected will Appear Ur 
this park of the screen. 

5. Armor Class: The Armor Class box on the far right gives you e 
numerical indicator of your armor level, An adventurer wih no armor 
whatsoever has an Armor Class of L, while a character armored like « 
Colossus would have an Armor Class of 20. 

6. Life Chat: At the bottom of the screen is a chain. This chain 
represents your (fe: a sliding indicator rests on the right of the chatr while 
you're healthy, and slides to the left when you are damaged. 

Using the Inventory: Wihen you walk over most lems, they will be 
placed UA your ventory. Pressing Z. + D-pad Left scrolls left through your 
ventory lems. Pressing Z + D-pad Right scrol((s right through your LAVe A 
tory items. When the ikem you want to use is displayed iv the wiadow, 


press C to select ik and ¢ AGAR fo use cl. 


aollleatient patieetidinieliciemtnnt enemies 


creer A eee es " 


= 
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6. Movement and Game Environment 


p icking Up ems 
You pick UD eh Lem by walking over i. If you walk over an tem 
but do not pick ut up, you probably can't use that hem right now. for exam- 
ple, of you are at 100% health and you walk over a Vial Cwhick provides 
+10 health), you will rot pick the vial KD. | 


F light 
LWihen youre lstag Inhilicon’s Wings of Wrath, ae CAA fly. p ress B 


+ D-pad Up to float upward, ond press B+ D-pad Down to float down. You 
will (and when you float all the way to the ground. 


Automeap 


Press 2 + € to look at the map. Pressing D-pad Left and D-pad 
Right will zoom tv and out. 

The Automap screen is also where you will see any keys and 
armor that you have accumulated. All other lems are placed LA your 


Inventory. 


Doors 


Most doors iw Hexen will Open of you walk up fo them and press Y. 
Some doors are lacked, and you'll need ko be holding the proper key to oper 
them. Other doors are opened by switches on nearby walls. And still other 
doors remain sealed wate you perform a specical action, like walk into a 


certain room or All a specific monster. 


Teleporters 
There are two types of teleporters | un Hexen: short-range fe (eporters 


and ater-level te leporters. The short- “range fe leporters move you around but 
do not transport y ous fo the next level They can be identified by a symbol On 
the floor that emits a Sparkling flow of energy into the sky. To use a short- 
range teleporter, you just walk over ut. Mote that teleporters with a red floor 
panel will actually teleport you, while the ones with a blue floor panel are 
merely end-points for other teleporters. They wont move you anywhere: they 
just mark the place where you' (l be dropped off after ustAg a red teleporter. 


The other type of teleporter is the iater-level teleporter. This device 
moves you from one level to the next. These teleporters are always mounted 
Upon walls. They look like a full-length murror with a swirl of color aside. 
Just walk up fo it and you' (( be teleported. 


p (atforms 


Often you will encounter platforms that raise and lower. They are 
activated Wa variely of ways. Some raise or lower wher you walk up fo 
them and press y while others move when you throw a switch or walk 


across a certain section of floor. Still others are continually tA Potion. 


Damag Ag Environments 
While battling your Way through Korax's fortress, you (( often 
encounter environmental threats such aS poisonous clouds, lava-covered 
floors, or ceilings that drop to crush the uawary traveler. Other hazards 
include dangerous water currents and falling bridges that can throw you fo 


oo death. | 
Note that you Can be killed if you falla great distance. 


Completing on Area 
Hexen is structured around several large Hubs. You’ ({ Spend o lot of 
fime tr each Hub, gong back and forth between the mony sub-levels that 
branch off of the matr area. You'll know you ve finally conquered eo Hub 


when you reach an intermission Screen with tex. 


LWihen you die you are placed back at the start of the level you 
were killed wr. The game restarts at the port where you first entered the 
current level, and anything you accomplished SLACR entering that level is 
undone. Everything you accomplished before entering the current locale, how- 
ever, 5 preserved. 

There is no limit to the aumber of tunes you Can retry a level, 
However, SiAce you lose all your neat equipment when you die, it is usually 


better to save your game frequently ond load an old Janne of you happen fo 
be Aled. 


TO 





WEDDON UA Hexen HUS25 PORK. You COA toll which sort of PAOAHA A WEA DOM KS25 


because the appropriate mana icon will be highlighted on the Status Bar. 


Spiked Gauntlets: The fighter starts the game with these Gauntlets and 
always has them “at hand” AS & last resort. Each purch WRaArs down pen 


enemy $ defense and every third punch delivers « Mighty Blow! 
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Except for the Weapon that a character starts out with, every 


Fi ighter Weapons 





Tumon’s Axe: The Axe makes you want to really wand in there and 
hack away at your enemies as it deals out much more damage 
than the Gauntlets. This is also a lose-range-only Weapon, So be 


careful not to get carried away! 


Hammer of Retribution: Mow ou San really start dealing SOME 
death! The Hammer can he thrown straight out tA a skull-splitting 
attack or ou Can get up-close and personal for that special blud- 
geoning that only you can provide. 


Quietus: This raulti-part runesword is called Quietus because it’s the 
ultimate way fo silence your foes. After one slice from this steel 


COMPAALOA, most monsters willingly surrender their souls. 
Cleric Weapons 


Mace of Contrition: The Mace will only Case contrition A an 
enemy after numerous beatings. This WRADOH should only be used as 


a last resort because of us short range! 


Serpent Staff: The essence of the sacred Kalrath serpent iS contained 
within this staff. Feed it with the blie mana and tt will serve you 
faithfully by spitting {WiA Venom spheres ak your enemies. Usiag this 


staff up close will draiv your enemy's (fe and give some of it to you! 


Firestorm: The Firestorm spel lets Ou SUMMOA gout of fire from 
the earth. The flames appear ef your enemy 5 feet and roar upward 
fo engulf his entire body, roasting him alive. All things considered, 


Firestorm is the ullimate barbecue. 





Wraithverge: A very powerful rauilti-pesrt WRADOA, this steff will 





summon the forces of the grave to feed UpOh your enemy $s soul, 


fearing ond Knashing away at the (ifeforce like hungry dogs! 
Mage W/E DOnS 


{ Sapphire Word: Useful for killing LALMALLS, eventually, this wand 
will fire quick magical blue darts at your karget. There is no (met 


fo the amount of charges in this wand and i requires AO MmaAKK. 


Frost Shards: This spel lets ok shoot frozen shards from goer 





hands. These ice bolts are signcficantly stronger than the Sapphire 
Wind's small darts, so use Frost Shards whenever possible to freeze 


your 2remies Where they stand. 


Arc of Death: The Arc of Death spel fires vertical columas of super— 
charged electrical energy from your hands, blasting your foes with 





devastating umpisacty, Once it Aits a creature, will Stay near them 


and contre to do damage before finally disappearing. 


Bloodscourge: This mighty raulti-part steff fires raulliple tracking 





spheres that will seek and destroy anything UA their path. Mages 


who prefer not to aim will appreciate Bloodscourge, the humans’ 


first successful attempt at a fire-and-forgel WRAapon. 


%. ems & Artifacts 


Ikems with an asterisk before their name can be picked up and 
placed into ventory, then used later. Hems without the asterisk are used 


ummediately when you walk over them. 


“Torch: Makes it muck easier to see iw dark areas. 
Vial: Instantly gues +10 to your health when you walk over tt. 
“Quartz Flask: Gives +25 to your health. 


“Myskre Urn: Gwes you full health. 





“Krater of Might: Gwes you full mana of both colors. 





Mesh Armor: This light armor is most useful to the Fi ighter and 
least useful fo the age. 





Falcon Shield: The falcon Shield helps all characters, but u adds to 


the Clericis Armor Class most of all 





Amulet of Warding: This amulet adds to your armor class and 
varies us benefit depending OW eur character class. The /Nage bene 
fits most, while the Fighter gets the least results. 





Platinum Helm: The Platinum Helm boosts your armor class an 





equal amount for all character classes. 


Note that all armor is added to your Armor Class the moment you 
walk over iu. The armor then sticks around until i has absorbed a 


certain amount of damage, then ut disappears. 


"Dragonskin Bracers: These Bracers gwe you a femporary (Liume- 





based) boost of 4+ ports fo your Armor Class. 


“Boots of Speed: These you a temporary burst of Speed, ee | 





you reasonably fast of you re the (NAGE, ane \nSanel y quick if you re 
the Warrior. 


"Wings of Wreath: An old favorite, the Wings of Wrath allow you fo 
fly through the air with the greatest of ease. The Wings allow you 





fo fy all all you want uatil you go fo a new Hub. 


"Dise of Repulsion: When you use this artifact everything within a 





certain radius of OME body | \S def ected Oy This iacludes PnOK- 


sters, projectiles and ever spells! 


“Chaos Device: Teleports you back to the beginning of the level 





Useful of things are geting out of hand. 


“Banishment Device: Teleports your fargel back to the beginning of 





the level. Even better than the Chaos Device: why teleport when you 
CAA make the bad gh Ge AWAY instead ? 
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“Flechette: This strange tern performs differently in the hands of 
different characters. When the mage throws it, if explodes (ike a 
bomb. A fighter who throws the Flechette produces an effect more 
lke a grenade. And a Cleric who uses uf produces a Poison gas 


cloud, lethal to any who venture Rear. 


“leon of the Defender: This artifact makes you virtually iavilrera- 
ble. KK produces slightly different effects, however, depending On 
who uses i. For a fighter uf produces a field of avislrerability; for 
the Mage, it creates a zone of reflection that deflects LACOMUAG 
attacks. And the Cleric who uses this artifact appears to blak ta 


ond out of existence. 


| a uF “The Porkelator: The Porkelator is without question the most dreaded 


artifact of all By firing uf al your farget, you can transform legions 
of proud Warriors and powerful mages ito herds of milling swihe. lA 
humor society it is forbidden to even mention the Porkelator, much 


less use cf. 


I+ 
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9. The Bestiany 


Afrits: These gargoyles are more than happy fo douse you UA 
flames. The only Ace thing about them is the satisfying splat 
they make when you shoot ‘em from the sky. 


Stalkers: Stalkers are aquatie reptiles with huge talons 
designed fo read their prey into bite-sized morsels. They Cant 
leave the water, $O OACL you re OW dry lke 2" might feel 


safe. But beware, some Stalkers can fire slime projectiles. 


Wendigo: This fierce tundra beast fires shards of 
damaging LCR, turning all who fall prey fo its by grip into 


frozen statues. 


Rewers: Although they retaur only half of their bodies, these 
Undead creatures have lost none of their powers. They fly 
through the air with hb yprokie grec, but don’t just suf ie 
and watch or they’ (( pelt you with devastating fireballs. 


Death Wyvern: Like the Reivers » these creatures are Undead | 
and ther thirst for the blood of living creatures is surpassed 
only by ther hatred of anything but themselves. The Death 
Wyvern 1s a formidable opponent, and should be dispatched 


unmediately - uf not sooner. 


Dark Bishop: Many of the more powerful leaders witha the 
Church have been warped into mindless servants of the 
Serpent Riders, and their magical powers have heen raultiplied 
tenfold. These vile creatures are known as Dark Bishops, and 
though they Ark frail of (imb, they AVR extremely powerful 
They fire circling projectiles of magical jade that track your 
position, ond the Bishop phases iA and out of existence as 
they travel from place to place. A dangerous opponent by 


itself, on nightmare when eacountered iv groups. 




















Heresioarch: As far beyond the Bishops as the Bishops are above 
Common men, these blasphemous beings control forces capable 
of send ag mere mortals Screaming in terror. The Heresiarch 
knows several spells, cluding o strong reflective spell, two 
types of magical attack, and a SUMMMmOnAg spell that gates Ur 
Derk Bishops to aid the Heresiarch. Only oO superb Warrior Can 


defeat a Heresiarch without Sustaining Serious vy ury. 


Centaur: Mamed after a mythical being r these monsters bear 
none of the pleasant traits attributed to them tv legends: 
ViCLOUS, brutal aad extremely hard to kill Ceataurs serve ir 

the front ranks of many of the Serpent Riders’ armies. They 

are capable of deflecting missiles with their shields, so use 


caution wher attacking them. 


Slaughtaur: These Centaur leaders are muck like their min- 
Lons, but they're considerably tougher and they Can spew 
rragical fire from their sktelds. So we won't Say anything 
about the apt name. Your safest strategy is fo attack them 
from afar as they fend to do the same. 


Ellin: These horrid creatures are all that remains of the once 
proud Leguonnares. Less than human, they retan just enough 
of their memory fo hate what they have become, and to hate 
you even more for what you still are. Fortunately for you, 


though, they are not particularly skillful foes. 


Chaos Serpent: D‘Sparil once had a Chaos Serpent for @ 
mount. On this world the Serpents run loose, uncontrolled by 
any higher ntelligence. One breed of Chaos Serpent will 
scorch you with fiery blasts, while a second variant of this 


creature belches poisonous yo jee 


Zedek: Once the leader of the Legion, Zedek is now (ittle 
more than a pawn in the hands of the Serpent Riders. stl 
he retatrs all his old martial skulls, and defeating him will 


be OAR of ene greatest challenges. 
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Traductus: From lowly monk to Grand Patriarch in 30 short years, 
Traductus’ destiny seemed to be eternal greatness. But somewhere 
along the way he lost direction, and now he blocks your path to 
fulfilling your own shadowed fate. 


Menelkiv: The greatest Mage to occupy the Crystal Dears ir 
centuries, uf seems unlikely that Menelkir COA be destro ed by 
any conventional force. F ighting him will be one af the greatest 


challenges of your (fe. 


Korax: You have seen iAKuman shapes before this, but surely ever 
hell would rever Sawn such a being as Korax; his very presence 
fills you with horror, and you cannot begin fo UMnAGiAg what 


powers are contained witha Ais twisted frame. 


10. Technical Support 


lf you experience problems running or playing Hexen, YOu Can US2 ary 


of the following avenies to obtain assistance: 


Assistance Via E-Mail And Modem: Visit our web-site at 
Aitp://www.gtiateractive.com. 

The Support Section provides lists of frequently asked questions, 
troubleshooting tips, forum discussions, and irformation about direct 
e-mal Support. Upgrade patches can also he 
found on our site of they're needed. 


Help Via U.S. Mail: You can mail your questions Lo our technical 
Support lean by sending a note Caclude as muck detadl as possible) 
about your needs to the following address: 


GT Interactive Software 
Attn: TS/QA Dept. 
1 Mixon Lane 


Ed [SOv, M7. O8877 


Help Via Telephone: Call GT Interactive Software's Tech Support at 
(970) 522-1797 Monday through Friday, 8 AM “til 12, Midnight Eastern 
Tur, except On major holidays. Please he ready with uUformation 


about the problem you are RXPRNLAACLAG. 


Pp lease do not make copies: The program you've purchased Was produced 
through the efforts of many people. Don't make copies for others who have 
not pad for the right fo use Hexen. To report copyright violations to the 
Software Publishers Association, call 1-800-388-PIRE or write: 
Software Publishers Association 
1101 Conneckieut Ave., Suke 907 
NW Washington, DC 20036 


This program iS protected by federal and ternational copyright. 
Hexen™ ©1995, 1996 Raven Software, lac. All Rights Reserved. 
Published by ud Software, Inc. Distributed by GT Interactive Software Corp. 
Sega Saturn™ and the Sega Saturn Logo’ are trademarks of Sega 
Enterprises Ltd. All other trademarks are the property of their 
respective COMPARES. 
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